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Introduction 


Syphon Filter is a virus, perhaps the deadliest that mankind has ever seen. There have been several 
outbreaks around the world of this contagion, leaving no survivors in its wake. 


You play as Gabe Logan, a secret agent hot on the case of a group of terrorists that are hell-bent on 
utilizing this virus as a weapon. So far, Gabe has come close to catching these terrorists, however, 
they're always one step ahead. 


You will track them all over the world, trying to stop their evil plans from ever seeing the light of day. 
In the process, you will also learn that not everyone is who they seem, and these people each have their 
own agendas. 


Luckily, you're equipped with this strategy guide that gives you all of the information you need to track 
down the terrorists and end the international threat of a Syphon Filter epidemic. Inside this guide, 
you'll find maps and a highly detailed walkthrough that will safely get you through even the toughest 
parts of the game. There are also detailed summaries of the weapons that you will be using. This will 
help you determine which weapon is the correct choice for a particular situation. Finally, there's an 
items list that covers the things you'll be using to accomplish your missions. 


The terrorists may have the deadliest virus ever in their hands, but they never counted on you. 
Good luck! 


Game Controls and Tactics 


This section details the controls you will need to familiarize yourself with in order to become good 
enough to catch the terrorists. We'll cover each button's function, plus we'll tell you about the advanced 
tips and tactics you can use with that button to make you the best player you can be. 
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Game Controls 


D-Pad and Left Analog Pad 


These controls move Gabe around on-screen. Push up to run forward 
and hold back to slowly walk backwards. Pushing left and right will 

pivot Gabe in that respective direction. You can press down and then 
up to perform a 180 degree spin. 


Select Button (Weapon Change] 


Pressing the Select button enables you to choose 
the next available weapon. When you hold down 
the Select button, a bar appears at the top of the 
screen which you can scroll through by pressing 
the L2 and R2 buttons. When the bar appears, you 
can scroll through it and select items such as the 
Flashlight or Cardkeys. 


The level map (if available) appears on the left- 
hand side of the screen. On the same screen in the 
upper-right corner are your currently remaining 
objectives. Below your objectives, there are several 
options from which to choose. You can press the 
A button to skip back a menu or to exit if you are 
on the main menu. Pressing the Start button will 
exit the Map screen at any time. 


The following options are available from the Map 
screen. 


Map 


Choose this option by pressing the X button to 
scroll through your objectives. This also may 
indicate if any of them have known locations 
on the map. 


Objectives 
Start Button (Мар Screen! Pause] The Objectives option just lists the objectives 


Pressing the Start button pauses the game and for the particular mission you are currently on. 


brings up the map screen. To return to the game, 


à Parameters 
just press the Start button again. 


The parameters indicate things you can't do dur- 
ing mission; if you do, you will fail the mission. 


Briefing 


This option reiterates the briefing you received 
when the level started. 


Weapons 


Select this option by pressing the X button to 
scroll through your available weapons and 
items. You can select an item or weapon by 
pressing X, and then equip it by pressing X 
again. This option is very handy when you 
have no time to change weapons during 
gameplay. 


Options 


You have the following options: restart the 
mission; restart from the last checkpoint; or 
return to a previous mission. You can also 
change video, sound, and controller settings 
from this menu. 


Game Tactics 
Auto-target (RI) 


Pressing the R1 button locks on to your targets. 
If you see an enemy in your sights, press and hold 
R1 and Gabe will track the enemy with his 
weapon. This technique is not entirely accurate, 
however, because you are somewhat limited by 
how Gabe can physically move his arm without 
having to spin around. 


The best way to guarantee a direct hit is to keep 
the terrorist somewhere in front of you by spin- 
ning to match the direction he's running. 


Manual Look/Target [L1] 


Press and hold the L1 button to access a first- 
person view. With this option, you can manually 
look around using the D-pad or analog stick. This 
view is essential when targeting enemies for "head 
shots" that can instantly kill them. 
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The “Head Shot“ 


To perform a “head shot," you must manually 
move the green target over the head of a 
prospective enemy. You'll know you're lined up 
correctly when you see text on-screen that reads 
"head shot." When this appears, it only takes one 
bullet to kill any enemy. 


If the enemy is around a corner, you can lean out 
by using L2 or R2 (left and right respectively) to 

take him out. Enemies can see you when you lean 
out, however, so you must devise your own tech- 
nique when using the “head shot” around corners. 


For example, you can first hold L1 and lean out to 
see where your enemy is located. Note where the 
target is in respect to your crosshairs, and then 
lean back to center. Adjust the crosshairs as if the 
target is still there. Now lean out again and check 
how close you are and make quick, miniscule 
adjustments. Take the shot if you have it or lean 
back to center and repeat until you make the kill. 


Also, keep in mind that when you access manual 
targeting, you are at the right height for the 
“head shot" quite often. In this case, you are often 
better off to stand and wait for the enemy to 
walk into your line of fire rather than fidget 
around and risk missing the shot altogether. 


Strafe (Le & Re) 


In most third person games, the strafe buttons are 
used to make small adjustments. In Syphon Filter, 
however, they are essential for good control while 
fighting. 


Controls and Tactics 


When used in conjunction with the lock on- 
button (R1), Gabe can circle around opponents 
while constantly firing, which creates a tremen- 
dous advantage. The strafe keys also allow for an 
incredible dodging maneuver—the corner roll. 


The Corner Roll [© button] 


The corner roll (@) is an effective tactic when 
you're getting shot at while running for cover. 
Keep in mind, however, that the roll can slow you 
down and, when used improperly, can ultimately 
cause Gabe's death. 


The best thing about this move isn't that it briefly 
disables an enemy's lock-on target—that will be 
quickly re-established (unless you're out of their 
line of fire). This is where the L2 and R2 buttons 
come into play. When you start a roll and then Я 
press L2 or R2, Gabe will shift his direction in mid- 
roll accordingly. This creates an extremely tight 
turn and, if used correctly, will go around corners 
or obstacles, in effect pulling you out of the line 
of fire. 


Shoot [Bil button) 


Pressing the Ш button causes Gabe to fire his 
equipped weapon. If an auto-fire weapon is 
equipped, then holding down lil will cause contin- 
uous fire from the weapon until the clip runs dry. 
It the clip runs dry, it will automatically be 
reloaded and the gun will continue to fire if you 
don't take your finger off the button. 


Crouch [X button) 


The crouch command (X) is handy for hiding 
behind boxes or other objects. You can still move 
and fire while crouching, which makes this an 
effective option for stalking people in areas with 
lots of obstacles. 


Roll (@ button] 


Pressing the 6 button launches Gabe into a roll, 
which is a handy move when dodging gunfire. Be 
careful, though, because you can still get shot 
while rolling. 


Action LA button) 


The A button is the universal "catch-all" button 
for this game. When there is nothing for Gabe to 
do, pressing the А button makes him manually 
reload his weapon (which you should get in the 
habit of doing often). 


When you approach a step or ledge, pressing A 
makes Gabe climb or jump onto the object. 
Pressing this button also opens boxes or doors, 
pulls switches, administer shots, or just about any- 
thing else that must be done that does not involve 
moving or shooting. 


Weapons 


There are over a dozen different weapons to use Knowing which weapon to pull during critical 

in Syphon Filter. While some are definitely better | moments can prove to be a matter of life or 
than others, in order to defeat the game you must death, so become well acquainted with the infor- 
know which weapon is most effective for which mation on these pages. 

situation. In this section, we'll explain what each 
weapon is and what its individual strengths and 
weaknesses are. 


The “In Clip" statistic indicates how much ammo 
the gun can hold and fire before it must be 
reloaded. The “Сап Store” statistic indicates how 
much ammo you can hold in addition to what is 
already in the clip. 


The icons on this page are scattered throughout the walkthrough to indicate 


where you can find them in an area. If you're looking for a particular weapon, 
scan the text for the appropriate icon. 


Fak Jacket N79 Launcher 
Combat Shotgun 
Sniper Rifle 


Nightvision Rifle 


Weapons 


45 Handgun 


In Clip: 10 
Can Store: 50 
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Because it's difficult to 
know if one shot will 
take out your target, 
players tend to fire 
more shots at each 
enemy. Also, it tends to 
get confusing when 
fighting a group of ene- 
mies because you must 
watch closely to see if 
you have killed each 
target before turning to 
fight another. 


Great rate of fire for its 
power. It is less powerful 
than the Shotgun in 
close combat, but more 
than makes up for it with its speed of fire. 
At long range it is a much better weapon 
than the Shotgun. The .45 is also an excel- 
lent choice when taking out enemies wear- 
ing Flak Jackets earlier in the game. This 
weapon can kill in a single shot, however, it 
usually takes 2 or 3 to do the trick. 


Use It: When you are exploring and have to dispose of one or two targets at a time. 
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Cons: 


Like most automatic 
weapons, it eats ammo 
fairly quickly under 
sustained fire. 
Therefore, you should 
track how much is in 
the clip and reload 
fairly often. 


In Clip: 66 
Can Store: 330 


The Biz-2 may be the 
most useful and versatile 
weapon in the game. It 
possesses a tremendous 
rate of fire, plus it has the largest clip in 
the game. At close range it can chew 
through a Flak Jacket fairly easily, and at 
long range it still retains some accuracy. If 
you have this weapon in your arsenal, make 
sure it's always equipped unless circum- 
stances dictate otherwise. 


ы .dBüBBEES 
ЕЕЕ, 


Use It: Whenever you can spare the ammo. 
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Combat Shotgun 


In Clip: N/A 
Can Store: 30 


This weapon has.an 
extremely slow rate of 
fire, which hurts its 
effectiveness in situa- 
tions where every shot 
counts. You may want 
to switch to an auto- 
matic weapon in such 
a case. Also, the 
Combat Shotgun is less 
effective at long range, 
so it's better to use it 
at close range. 


The Combat Shotgun is 
slightly more advanced 
than the normal 
Shotgun. It is the most powerful weapon 
you can safely use at close range and, 
because one shot almost always kills its tar- 
get, it is useful for taking out hordes of 
enemies at once if they're not wearing Flak 
Jackets. The fact that the Combat Shotgun 
doesn't have a clip means there's less to 
worry about concerning reloading. 


Use It: In close range battles or when you need to dispose of lots of enemies that aren't 
wearing Flak Jackets. 


6-18 


ae EN. 


This is not one of the 
most useful guns, pri- 
marily due to its high 
rate of fire (ammo is 
chewed up quickly). In 
a firefight, nothing is 
worse than having to 
constantly reload, and 
that's what the G-18 
forces you to do. 


In Clip: 33 
Can Store: 165 
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Although a single G-18 
bullet may not cause much damage, the 
sheer rate of speed at which it fires can rip 
anything in its way to pieces. It is, by far, 
the fastest firing weapon in the game. 
Therefore, it should be used when you need 
something to chew through Flak Jackets, or 
when you need to pull off some quick head 
shots. 


Use It: In a pinch. If you need serious firepower for a limited amount of time, this is 
the weapon to use. 


Weapons 


Gas Grenade 


In Clip: N/A 
Can Store: 10 


The aiming system is 
not the greatest, which 
makes it difficult to 
judge depth. On occa- 
sion, you may even 
bounce one off the 
ceiling and kill yourself. 
If you miss with one of 
these, you can expect 
to get shot up pretty 
badly while you fumble 
for a new weapon. 


This is an excellent 
weapon to use during 

stealth missions, where 
your goal is to kill m 


others sound- 
| ave nice range, 
plus the gas cloud emitted after the explo- 
sion can take out three targets in certain 
situations. 


Use It: During the stealth missions when they are needed or if you run out of silenced ammo. 


Grenade 


In Clip: N/A 
Can Store: 10 


A lot! Grenades will 
prove more effective 
when used against you, 
rather than for your 
practical use. First, the 
aiming system is difficult 
to judge, causing wasted 
throws and sometimes 
an unnecessary death. 
The bounce of the 
Grenades is predictable 
with distance, but 
annoying. There is also 
too much time between when they land 
and when detonation occurs, making them 
a weapon only for stationary targets. 


The Grenade causes a 
nice blast that kills 
everything nearby. In 
addition, it's great for throwing over 
rooftops when you know an enemy is near- 
by. You can also use the Grenade to bounce 
off walls and into areas where guards are 
hiding. 


Use It: Rarely and only if you have no other options. The most шо use occurs if 
there are targets below the rooftop you are on. 


In Clip: 32 
Can Store: 160 


The small clip this 
weapon possesses means 
there will be lots of 
reloading, which can be 
deadly when under 
attack. 


45 


This is a good, all 
around weapon with a 
good rate of fire that 
causes respectable 
damage. 
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Use It: When it is the best weapon you have on-hand. 
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Can Store: 100 


Its relatively small clip 
and low total ammo 
count make this a 
weapon that's best 
served for special 
occasions. Occasionally 
during big fights with 
no cover, you will get 
caught reloading this 
weapon and get blown 
away. 
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This weapon possesses 
the best feature in the 
game: it can cut 
through enemy Flak Jackets and leave them 
intact! It also fires at a nice speed, so you 
can kill a terrorist in just a few hits. This 
weapon is ideal for battles where you fight 
terrorists with Flak Jackets, because not 
only can you take them all out one-by-one 
fairly quickly, but you can also scavenge 
their Flak Jackets. 


Use It: When your Flak Jacket is low and you're fighting enemies wearing Flak Jackets. 


Weapons 


M-16 
In Clip: 30 LT — ЖОР] ШШ [Е ТЕЙ ШЕ ШЫЙ. 


Can Store: 150 Кырг тўла 


Like other automatic 
weapons, it has similar 
clip draining problems. 
Luckily, it's much less of 
a problem with this 
weapon because the 
enemies on the earlier 
levels (where you will 
have this weapon) are 
bad shots, meaning you 
will have more time to 
reload. 


The M-16 is the gener- 
ic machine aul It has 


Use It: Whenever you have it. Your weapon selection is rather limited at this point of the 
game anyway. 


M-79 


In Clip: N/A 
Can Store: 15 
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An extremely slow rate 
of fire means this is not 
a weapon to use in the 
heat of battle. You also 
must ensure that you 
use this weapon far 
enough away from you 
to avoid causing dam- 
age to yourself. Finally, 
ammo is very scarce for 
this weapon, so you 
must be extremely con- 
servative with your 
ammo. 


The only explosive 
weapon in the game 
that you can aim accurately, the M-79 will 
get you out of tight spots when you only 
have a second to shoot and then hide. The 
explosions caused by the rounds are simi- 
lar to the Grenade and kill everything 
around it. 
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In Clip: 10 
Can Store: 20 


The green, center target 
(which you use to line up 
your shot) is the same 
color as the soldiers, so a 
little bit of guesswork is 
involved. Ammo is also 
fairly scarce for this 
weapon. 


This is one of the 
more effective 
weapons in the game 
when used appropri- 
ately. In the manual look mode, the scope 
of this rifle enables you to pick out the 
enemies from the environment by their 
heat signatures. You can also zoom in (by 
pressing А) or out (by pressing @) to get a 
better shot. Disposing of enemies with head 
shots using the Nightvision Rifle is always 
better than fighting them head to head. 


Use It: Whenever you can get away with it and the soldiers are too far away or obscured to hit 
accurately with the other silencer weapons. 


PH-102 
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Can Store: 150 | 
кшн д, Once again, you must 


й CM | be aware of the clip 
running dry because 
reloading can leave you 
vulnerable. This rifle 
also lacks the punch to 
really cut through a 
Flak Jacket, which. 
becomes much more 


This is another good, all 
around automatic 
weapon, not dissimilar 
to the HK-5 or the 
M-16. It possesses the 
ability to eliminate enemies quickly. It's 
usually pretty easy to find lots of ammo for 
this weapon from all the enemies you'll kill 
while using it. 


important in the levels 
where you find this 
weapon. 


Use It: As your primary weapon until you find the Biz-2. 


Weapons - 


Shotgun 
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In Clip: N/A It is an extremely slow 
Can Store: weapon, which can be a 
25 rounds problem when accuracy 


is required along with 
speed. If you miss once 
it may seem like an eter- 


nity before your next 
shot. It is also not very 
effective at long range, 
which means it will take 
more shots to kill an 
enemy. 


This is the most high- 
powered weapon avail- 


Use It: When involved in close range battles where power is more important than rate of fire. 


Silenced 9mm 


In Clip: 15 
Can Store: 75 


Its lack of power elimi- 
nates its usefulness 
against any enemies 
who wear Flak Jackets. 


Although this is Gabe's 
standard weapon, the 
9mm has a lot going for it. It is an essential 
weapon in the levels where stealth is a 
necessity. It's also the only quiet weapon 
that can be used quickly without a lot of 
hassle. It even has a quick rate of fire. 


Use It: When silence and speed are important, or if it's your only option. 


Sniper Rifle 


In Clip: 10 
Can Store: 20 
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E gu | If you miss a target, 
the Sniper Rifle fires 
too slowly to be effec- 
tive against a moving 
target. The bullets are 
also fairly weak, so 
body shots are fairly 
ineffective. 


BEBHESTESEHR! 


The Sniper Rifle is an 
a Kors МЕШ et 


incredibly useful 
weapon, because it 
enables you to dispose of enemies with 
head shots from great distances. After you 
target an enemy, you can even zoom in and 
out for even greater accuracy. 


Use It: If you think that you can make your life easier by taking out an enemy from a long 
distance. 


Taser 


In Clip: N/A 
Can Store: N/A 


This weapon is really 
too slow to be used in 
most cases. Because of 
the near proximity in 
which it must be used, 
it proves useless from a 
distance. Also, this 
weapon is useless 
against enemies wear- 
ing Flak Jackets. 
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It doesn't need ammo. 
After you fire, hold 

down the 6 button to 
make the enemy catch fire! This weapon 
proves useful in situations where stealth 
proves important. 


Use It: If you have no other weapons available. 


60] ITEMS 


There are several different items that you will find or be given in Syphon Filter that are not weapons. 
These items each have their own specific use, which must be utilized to defeat the game. 
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You'll grab the C4 deep within the Destroyed ШИШЕ и! 
Subway Level. Evidently, it is part of a cache of = 


explosives the terrorists left behind, and it didn't 
explode with the rest of the tunnel. 


After grabbing the C4, you must go up a floor and use it to clear the Subway entrance to 
enable the CBDC to get in. When you set the C4 (by pressing А), you must гип away quickly 
to avoid getting caught in the blast. 
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Cardheys 
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You will need Cardkeys to get through the security: HI 
doors on many different levels. Each Cardkey only 
opens a specific door, ter you open a door 
using one key, you mi nt down another enemy carrying the Cardkey for the next door. 
To use the Cardkey, walk; up to the door control panel and press A. 
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Flashlight 


The Flashlight is an extremely useful tool, capable of 
finding many of the items hidden in dark corners of 
the levels. 


If you get stuck in an area, equip the Flashlight so you can examine the dark walls and floors. 
This may help you uncover an item that you need in order to move on. Be careful when using 
the Flashlight, though, because enemies can see the light from the flashlight. 
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Sniper Rifle 


Upper 
Terminal 


Comm. Array 
Flak Jacket 
Kravitch 


Shotgun Lower 
Terminal 


Elevator 


Flak Jacket- 
and Grenades Viral Bomb 


M-16 


Subway 
Entrance 


15 


Flak Jacket 


Flak Jacket 


Flevator 


eval 
Call Switch Elevator 


Call Switch 


Flak Jacket 


15 


Grenades 


Flak Jacket 


Vacant Bank 


To City Streets 


Viral Bomb 


To Subway Terminal 


Walkthrough 


Objectives: 


Eliminate Rhoemer 


Eliminate Kravitch and Destroy 
the Communications Array 


Turn Off Power to Terminal Security 
Doors 


Protect CEDC Bomb Squad 
Тад Bomb In Terminal 


SISYPHONZETLTERIS 


The game begins with Gabe Logan being dropped 
off on Georgia Street in Washington D.C. All 
around him, chaos reigns as the CBDC (Chemical 
and Biological Defense Command) are fighting off 
a terrorist attack. Somewhere in this level the ter- 
rorists Rhoemer, Kravitch, Aramov, and Girdeux are 
lurking and attempting to unleash a viral attack of 
Syphon Filter upon the Washington DC populace. 


Objective: 
Eliminate Rhoemer 


This is a persistent objective and it still remains 
one when you defeat all of the other objectives. 
Basically, the ultimate goal is to track down 
Rhoemer to the Subway level and take him out if 
possible. However, you must first complete your 
other objectives. 


top portion of the map). Follow the hallway to the 
left and all the way around until Lian contacts 
you. Press A and she'll inform you that you are 
right by the array and Kravitch. If you proceed 
cautiously, you can peek around the last corner 
(look at the map and you can see right before you 
enter the big room) and then take out Kravitch 
using the Sniper Rifle. 


When you first start any level in the game, press Start to pause the game and 
then go to the map screen. Check out the objectives located in the upper-right 


corner of the screen and the map itself. It's always a good idea to understand 
what you must do in each level. Keep in mind that you can access the map at 
any time in the game. 


Objective: 
Eliminate Hravitch and Destroy 
the Communications Array 


Kravitch is located inside the building creatively 
called "The Place." If you go forward from your 
starting point and take a right around the corner, 
it will be to your left (the building comprises the 


This is the first time you will encounter another character wearing a Flak 
Jacket similar to Gabe’s. When fighting Kravitch, it’s much more difficult to 
take him out by using repeated gunfire because he can avoid your shots. 
Instead, a well placed "head shot" will do the trick. To do this from a safe 
distance, you must hide behind the corner, press L1 to go into targeting mode, 
and then lean out by pressing L2 or R2 (depending on the direction you need to 
lean-this time you press R2). How zoom in with the Sniper Rifle by pressing 
A, and then take out Kravitch with a single 

shot to the head. 

There is a decided advantage to using “head 

shots”: If an opponent is wearing a Flak 

Jacket and you shoot him in the head, you 

can take the undamaged Flak Jacket off their 

dead body and use it yourself. 


After killing Kravitch, run into the room and 

take out the communications equipment in the 

far left corner of the room. Before leaving this 
room, make sure you grab the Shotgun from behind the 
counter where Kravitch was hiding. 


Objective: 
Turn Off Power to Terminal Security Doors 


You may or 
may not get 
assigned this 
objective. It all 
depends upon 
whether you 
go into the 
Subway first, 
or you just 
follow this 
walkthrough and complete the objective before it 
is assigned to you. Either way, you must find the 
entrance to the power area for the Subway securi- 
ty door. Luckily, it is right next to the location 
where you completed the Kravitch objective. Go 
back down the long hallway in “The Place” until 


Walkthrough 


you find a path blocked by some boxes. Eliminate 
the terrorist threat guarding the room, and then 
hop over the boxes by pressing A. Go through the 
room, shoot out the window, and then climb 
through to the back alleyway. At this point, Lian 
will contact you, giving you yet another objective. 
Ignore this one for now, and instead concentrate 
on finishing this objective first. 


The AX button is the generic action button. Therefore, any maneuver Gabe 
needs to perform-whether it's climbing over an obstacle, activating an item on 
the level, or jumping to grab something-will be done by pressing this button. 


Get in the habit of always reloading your weapon (by pressing 4 ) when you 
are running from point to point. There is nothing worse than having a clip run 
dry during a firefight. If this occurs in the later levels, it can be deadly! 
| Sniper Bullets, follow the 


alley to the left to pick up 


some of these goodies. However, we'll leave it up 
to you to decide if it's worth going after these 
items. 


wa |f you need Armor or more 


There's a locked fence in the back of the alley on 
the right. Examine the fence closer (using L1) and 
you'll see a padlock preventing your entry. Shoot 
the padlock and then go through the 

gate. Activate the Elevator Call Switch, 
and wait for the lift to appear. When it 
does, hop on it and ride it down. 


When you reach the bottom, Lian will contact you Proceed down the hallway 
and inform you that you're in the power area. [J Fa until you reach the main room 
Whip out your Flashlight, and examine the dark- of the bank. You will then see 
ened areas of the room. a yellow-clad CBDC agent dash across the room, 
who you'll need to protect from the terrorists. To 
complete your objective, eliminate all the terror- 
Although you can cycle through your weapons by pressing Select, you can't ists. Also, hidden in the back corner of this room 
select the Flashlight this way. The best way to look through your items is to are some Grenades and an M-16. 

hold Select and the cycle back and forth by pressing L2 and R2. As you get fur- 
ther into the game, you should use this method exclusively because of its 
speed of use. Of course, you can always pause the game, select Weapons from 
the menu on the pause screen, and then press X to equip as well, 


Locate the power switch in the back corner of the 
room, activate it, and then take the lift back up to 
the top again. 


Now return to the Subway and go all the 

way to the other end. Pick up the Flak 

Jacket in the back corner of the termi- 
nal (if you need it), and then go down the ramp to 
the Subway. 


Objective: 
Protect СВ0С Bomb Squad 


This is the objective Lian gave while you were 
working your way to the power switch. Now it's 
time to help out the CBDC, who are all the way 
across the map. Make your way back out of “The 
Place" and head to the street. Now follow the iortiva: 
street back around. Take a left when you are Objective: " 
blocked by the burning cars, and take the alley- Tag Bomb In Terminal 
way around to the other side. When you get back 

on the street, continue to follow it around. Avoid l 
the exploding cars and make your way into the 
bank. E 


As Gabe runs 
down the 
ramp, Lian 


contacts him 
There's a Flak Jacket in the crate on о адаіп апа 
ry the left as you enter the bank. Unless d informs him 


that there's a 
viral bomb in 


you really need it, you should pass it up 
for now because the first real firefight of the 


game awaits. EUS TE TE TET TET ger the Subway 
system on 


Level One. You will need to tag it so that the 
CBDC can retrieve it. Descend into the Subway 
and quickly eliminate the horde of terrorists. The 
bomb is located on the leftmost side of the area 
from where you enter and up a little ways. You 
must cross the train tracks, so watch out for an 
oncoming train. After planting the beacon on the 
bomb, go down to Level Two. 


The bomb appears on your radar as а bright white flashing object, so watch 


for it. 


"UR Р, @ Go to the other side 
a ry Lr 1 of the level, cross the 
tracks, and then go 

to the right so that you are following along the 
side of the tracks as they leave the terminal. When 
you see the entrance to the left, enter it, take out 
the terrorist, and then pick up the goodies, includ- 
ing the M-79 Grenade Launcher, the Flak 
Jacket, and the Grenades. 


Stay on the same side of the tracks and 

run back down the tracks towards the 

terminal. Along the way, you'll pass 
another doorway to the right, so enter it. Follow 
this passage 
to the end, 
stopping to 
grab the Flak 
Jacket (if 
necessary) . 
and to take 


г Walkthrough 


out the attacking terrorists. There's a Call Switch 
at the end of the tunnel, but you'll need to use 

the Flashlight to find it. Activate the switch and 
then hop onto the lift to go down to Level Two. 


Upon exiting the lift, Lian then informs Gabe that 
Rhoemer is on the lower level arming another 
bomb. Exit the elevator area to the main part of 
the lower ter- 
minal. The 
bomb is locat- 
ed at the 
other end of 
the terminal 
on the center 
platform, so 
you'll have to 
take part in 
some fighting 
to reach it. 
Along the 
way, you'll run 
into some ter- 
rorists wear- 
ing Flak 
Jackets. Avoid 
getting shot 
up by these 
guys, and instead shoot them in the head (which 
will help you refill any damage to your Flak 
Jacket). 


When you reach the bomb, a rather spectacular 
cinema begins and shows the bomb explode and 
destroy the Subway. 


You can save your game here. In general, it is highly recommended that you 
save as often as possible. Why, you ask? Because many of the levels are long 
and hard, and you won't want їо repeat them if you can't make it to the next 

save point. 
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Walkthrough 


Objectives: 
Locate Explosives Cache 


Blow Open Passage to Street 
and Protect CBOE Agent 


At this point, Benton tells you (via the briefing 
screen) how lucky you are to be alive. Rhoemer 
had the whole Subway wired to blow up, taking 
out 10 square blocks of Washington D.C. You're 
also told he's probably still down there with you, 
plus Aramov and Girdeux are still missing in action 
so they may be there as well. 


45 


Lian calls to say that Rhoemer was last 

seen making his way up to Level One, so 

that's where you should go. There's only 
one way through the maze of flames, so carefully 
follow the pathway laid out for you. Grab the 
Flak Jacket along the way if you need it. 


Objective: Locate Explosives Cache 
Pom [he terrorists have stored some explo- 
єз sives on the lower levels that you must 
find. Run to the end of the train and 

then jump off the end. Stay on the tracks and run 
to the flaming trains at the other end. Avoid stop- 
You must be extremely cautious around fire. Evidently, Gabe is quite flamma- ping here, however, because one of the terrorists is 
ble so even the slightest touch causes him to ignite and die quickly. throwing Grenades. These things are tough to 
avoid, so you must get out of range quickly. Take 
out all of the 


15 


After crossing over the tracks to the center area, terrorists at 

you will here a man screaming followed by a the end first, 
flaming terrorist approaching you. Take him out and then you 
quickly, because the slightest touch is lethal. He can take out 


appears to be wearing body armor, so it will take the grenade 
several shots to kill him (unless you go fora head terrorist at 
shot). Continue along the path and take out the the opposite 
two terrorists on the other side of the center corner using 
building. Then cross over the tracks and hop onto your Sniper 
the train. As you run down the train, Lian contacts Rifle. After 


you again with two new related objectives. killing all the 
terrorists, use 


the Flashlight 
to locate the 
C4 resting in 
the crate. 


Objective: 
Blow Open Passage to Street 
and Protect CBDC Agent 


Evidently, the CBDC couldn't reach the bomb you 
tagged earlier, and now they are blocked off from 
doing so by debris. First, you must reach the upper 
level. Run to where the grenade terrorist was posi- 
tioned and the follow the passage all the way 
around. At the very end, you will see a red crate. 
Climb onto it and then jump to the beam above it. 
Continue along the beams until you reach the top, 
at which point you must jump and grab the pipe 
hanging above. Move to the right side of the pipe, 
and then drop off to solid ground. 


As you head toward the far end of the terminal, 
Lian will contact you again. She informs you that 
the video feeds have been restored and the terror- 
ists are moving toward Washington Park. Keep 
running to the other end of the tunnel until you 
reach the gate you originally came down. Plant 
the C4 on this gate (by pressing A), and then run 
away as fast as possible! 


Walkthrough 


It's much faster to do a 180 degree turn by pressing Down on the D-pad, then 
UP. then spinning around. Since your time here is very limited, you should try 
this technique. 


After the explosion, a CBDC agent will come run- 
ning through the opening you just made and now 
you must defend him. Stay on the center divider 
while the agent works on the bomb, and take out 
all of the attacking terrorists. 


Now you must move to the upper right-hand cor- 
ner of the map until Lian calls you again. Evidently, 
a gas line has ruptured and you can't proceed any 
further until you find it and shut it off. 


The gas main is on the same side as the leak, but 
further down the tunnel. Go around the center 
building and then back to the same side. Cross 
over the tracks and use the Flashlight to find the 
gas main. When you find it, activate it and then 
go back around and down the Subway tunnel. 


In the tunnel, hop onto the train by first climbing 
up the box. As you continue down the train, Lian 
calls again to say that Girdeux is in Washington 
Park. As you hop along the top of the trains, you'll 
encounter a flaming terrorist, who you must dis- 
pose of. Then keep going until you see the cinema 
that shows Aramov in the tunnel. 


Note 
Save your game here! 


Main Subway Line 


Walkthrough 


,, Main Subway Line 


Objectives: 


Take out Aramov 


Objective: 
Take Out Aramov 


The latest intel at this point indicates that 
Rhoemer has completely fled the scene. You 
must now take out Aramov as soon as possible, 
and then go to Washington Park to help the 
CBDC agents. However, you can't use any explo- 
sives in the tunnel, because it might derail the 
trains that FEMA is using to move supplies. 


Walkthrough 


This is a nasty part of the game. There are trains 
traveling both ways, so you must constantly be 
on guard to avoid getting smashed. The best way 
to do this is to wait for a train to pass, and then 
roll under the divider to that side of the tracks. 
Then when you see the other train, you can roll 
back. There are plenty of terrorists to shot at in 
the tunnels, but don't forget to shoot at Aramov. 


It's best to stay a little bit behind Aramov; if 
not, she will seriously wound you with her gun. 
Eventually, she will reach an alcove and stop. 
This gives you a great opportunity to get close 
and take her out. 


Save your game here! 
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Now you must proceed to Washington Park in 
order to help the CBDC locate the viral bombs 
there, as well as take out the terrorists. You only 
have 20 minutes to make it through this level, so 
you'd better hurry! 


Objective: 
Disarm Four Viral Bombs 


The first thing you 
Fa — ry must do is find and 

tag the four bombs 
scattered throughout the park. The first is fairly 
easy to find. Run down the sidewalk into the park. 
After killing a few terrorists (one of which has the 
Nightvision Rifle), you'll find four small brick 
areas, two on either side of the sidewalk. The first 
one on the left has a Shotgun, so pick it up. The 
first one on the right has a Flak Jacket. The 
second structure on the left houses the first Viral 
Bomb. Tag the bomb and then protect the CBDC 
agent from the attacking terrorists when he comes 
to defuse the bomb. 


When guarding the CBDC agent against attack, the 
Shotgun is probably your weapon of choice because 


it can kill with one shot at close range. Since all of 
the fighting is close range when you are defending, 
there is no better weapon! 


Now take a look at the map screen. The second 
bomb is located next to the statue, so just 
continue forward into the park. Lian will call you 
to give you another objective, but it's nothing to 
worry about right now. Your main concern now is 
that you reach those four bombs first! Tag the 
next Viral Bomb and—once again—protect the 
CBDC agent from terrorist attack. 


As you view the map again, notice how 

the park branches to the left and the 

right. Take the left branch first, and then 
follow the winding walkway a bit until you reach a 
clearing. Take out the terrorists and grab the Flak 
Jacket (if you need it). As you follow the sidewalk 
into the next area, Lian will call and give you yet 
another objective. (Ignore this one for now.) Keep 
following the sidewalk and taking out the terrorists 
until you reach the next Viral Bomb. Once again, 
tag it and then defend the agent as he defuses it. 


Follow the sidewalk back around until you reach 
the statue. This time, however, : 

branch. As you run along the path, you will see 
the Viral Bomb next to it. Keep to the usual drill, 
and tag it so the CBDC can defuse it. Defend the 
agent for one final time to complete the first 
objective. 


Objective: 
Rescue CBDC Hostages 


Now it's time to remedy the hostage situation in 
the tennis courts. Keep following the path and 

go through another winding section with high 
brick walls. There are a few terrorists wandering this 
area, but it's pretty easy. After passing through the 
winding section, the sidewalk will come up to a row 
of bushes. The tennis courts and the hostages are 
just behind these bushes. Follow the sidewalk past 
the bushes, and then stop and arm your Nightvision 
Rifle. Now slowly creep forward until you see the 
first terrorist appear on your radar (it will appear as 
a blip on the outer edge of the map). 


Walkthrough 


Using the Nightvision Rifle, zoom in and take out 
the terrorist with a head shot. You must exercise 
lots of patience here. With the first terrorist gone, 
creep forward until you see the terrorist pointing 
a gun at a hostage's head. You definitely can't 
miss on this head shot; if you do, it's back to the 
last checkpoint. After shooting the terrorist 
watching the hostages, they will run away and 
bring completion to this objective. 


Warning 
You can’t alert the guards to your presence. If you do, they will kill the 


hostages. 
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Objective: 
secure Terrorist Communications Array 


With the hostage now free, run through the 
tennis courts and take out the remaining 
terrorist. Exit out the other side of the tennis 
courts, and follow the sidewalk again until you 
reach a large, concrete art structure. Dispose of 
all the terrorists around the structure, and then 
climb to the top where the communications 
array is located. After activating the array, Gabe 
gives Lian a call. This is when the goods are 
spilled regarding the triggerman Marcos. 


Objective: Eliminate Triggerman Marcos 


Jump down from the structure, follow the 
sidewalk again, and go into the hedge maze. 
However, it's best to move slowly here. By doing 
so, you'll avoid getting outnumbered by the 
terrorists, and instead you can eliminate them 
more easily. 


When dropping down from the structure, make sure that you jump down to 


one of the steps and not all the way to the ground. The drop to the ground is 
too much for Gabe to handle, and will lead to his death. 


As soon as you spot Marcos, try to take him out 
quickly with a head shot; if not, he'll tear apart 
Gabe's Flak Jacket with his pistol. Depending upon 
your actions, you may have to hunt him down in 
the hedge maze. If this occurs, be very careful and 
watch for Marcos on your radar. After disposing of 
Marcos, it's time to obtain your last objective in 
the park. 


Walkthrough 


Objective: 
Reach Freedom Memorial i 


Be warned that after making it 3 
ry through the hedge maze, the next part 
is also quite tricky. If you're in need of 


supplies, there's a Flak Jacket in the upper 30 
right corner of the hedge maze. 


Now Freedom Memorial ha quite a few 
terrorists on it—all of which are sporting Flak 
Jackets. It's definitely not a good idea to fight en 
these guys all at once, so a full frontal assault л 
is out of the question. Creep down one of the 

sides until you can barely see one enemy on 

your radar. Then creep back around to get a ш: 
good vantage point, and take him out using the a 
Nightvision Rifle. Repeat this until all four 
terrorists are dead, grab their flak jackets, and 
then proceed into Freedom Memorial. 


Save your game here! 


Objective: 
Hill Girdeux 


This is perhaps the most difficult thing you've had 
to do yet (although nowhere near the hardest 
point in the game). Girdeux, armed with a 
Flamethrower and covered in impervious body 
armor, is inside Freedom Memorial. As you may 
recall, fire causes instant death to Gabe, so you 
must avoid the Flamethrower at all costs. To make 
things even more difficult, areas where Girdeux 
shoots remain on fire for a short time. 


There are three 
Vá — ry different crates in 
Freedom Memorial. 
The ones you'll want to find contain the M-16 
and the Shotgun. The Flak Jacket does Gabe 
no good, so don't waste your time. 


Gabe can only cause damage to Girdeux in one 
place: the junction between his backpack and his 
neck. This is an incredibly tough spot to hit. What 
you must do is run around so that Girdeux is on 
the opposite side of the statue in the center of 
the room. Then while armed with the M-16 (or 
other weapon when you run out), go to targeting 
mode with (press L1) and shoot him. The M-16 is 
the weapon of choice to use when firing from 
behind the pillars, because you can "pepper" the 
area with bullets until you connect. At close 
range, however, the Shotgun works best because 
of its larger blast range. A small explosion occurs 
when you make a hit. 


Walkthrough 


You must repeat this procedure many times to 
eliminate Girdeux. After the final, deadly blow, the 
screen will fade to a cinema. 


Save your game here! 
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All signs of the investigation so far have pointed 
to an international pharmeceuticals corporation 
called Pharcom. Some research hints that the 
head of Pharcom, a man named Phagan, may be 
meeting with Rhoemer during a reception at the 
Expo Center. You may only use silenced weapons 
and, if you are detected, the mission will end and 
the meeting won't occur. 


Objective: 
Shadow Phagan to Secret Meeting 


This is a tough level because it relies a lot 

upon not being seen or heard. It's best to not go 
running into any situation; instead, you should 
hang back and move slowly. Your radar is also a 
great help, because it will inform you when 
guards are getting near. 


First, you must get past the two guards located 
outside. Go to the left side of the reception area 
as soon as the level begins. Climb up the first 
step and stand so that you are up against the 
wall, looking between it and the pillar at the 
walkway. After a brief moment, dispose of the 
first guard with a head shot as soon as he 
becomes visible. Now return to where you 
started, and eliminate the other guard with 
another head shot. 


If you miss on the head shot with the first guard, 
you can still kill him if you fire fast enough. 
However, if this occurs, the second guard will 
come to investigate the noise. 


Go up the center pathway, but don't enter the 
building just yet. Look around the left corner, wait 
for the guard to pass by, and then slowly follow. 
Keep a safe distance between Gabe and the guard 
until you see the entrance to the Stonehenge 
exhibit (the huge stone blocks around the door 
frame). Now peek around the side of the door 
frame, and take out the unsuspecting guard with 
a quick head shot. 


When you access targetting more (L1) and aim for 
an individual at mediam or long range, the height 
at which it starts is usually just right for the head 
shot. Keep this in mind when you must make very 
fast kills. 


If you miss on the head shot with the first gaurd, you can still Kill him if you fire 
fast enough. However, if this occurs, the second guard will come to investigate 
the noise. 


Now go to where you just shot the guard, hide 
behind the pillar, and look out at the doorway at 
the end of the room. Here you will see another 
guard (he will walk in and out of range). Like the 
previous one, take him out with a quick head shot 
and then go into the hallway he was guarding. 


Walkthrough 


Continue down the hallway, but then hide behind 
the door frame to the next exhibit (Ancient 
Egypt). At the far end of the hall will be another 
patrolling guard. A quick shot to the head renders 
him useless. 
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After running into the exhibit, turn and run 
between the two statues. You will see that the 
path continues this way to the left. Stop at this 
first corner and peek around. A guard will shortly 
appear; take him out quickly. Continue along the 
passage, turn the corner, and then stop at the 
next path. Again, slowly creep along until you 
see a guard appear from behind the next corner. 
You must shoot him REALLY quickly, or he'll 
notice you! 


As you run down the hallway, the scene fades into 
a cinema. It turns out that Phagan is meeting with 
Benton, another member of the agency and 
Агатоу is there as well. She takes Phagan away 
because Benton knows that he was bugged. 


15 


Objective: 
Capture Phagan Alive 


Aramov has taken Phagan, but now you must 
get him back. However, you must first 
eliminate Benton and accomplish a few other 
sub-objectives. Luckily, Benton's not that tough. 
His gun, however, can quickly butcher Gabe so 
watch out. 


yam Go for a head shot whenever 
iN possible, but never stop mov- 
ing. After Benton's demise, 
grab his loot, which includes the G-78 and a 
Security Cardkey. This prompts yet another call 
from Lian. It turns out that you'll need to find 
several Cardkeys to make it through this level. 


Objective: 
Find Security ШШЕ 


There are security gates on either side of the 
lowest level of the room. Only one of them, 
however, has a Control Panel so go to that one. 
Use your Cardkey (press А) to open the gate. Go 
through the gate, kill the guard, and then go 
through the door marked "Museum Staff Only.” 
Take out both guards in this room, and then climb 
up to the catwalk. You can do so by using the box 
(the one that looks like it has a huge rock in it) in 
the center of the room. 


Follow the catwalk to the end, and then 

shoot the padlock on the grate to the 

ventilation system. After climbing into 
the air ducts, follow them to the end; however, 
before you shoot the lock off the grate to exit the 
ducts, grab the HK-5 Ammo in the crate. 


After shooting off the lock, enter the pyramid 
area. Slide down the center of the pyramid and 
take out the guards at the bottom. One of the 
guards is carrying the second Cardkey. Be cautious 
in this area; there will be several waves of guards 
on the attack, don't relax after killing a few. 


Now make your way up to the top of the pyramid 
and activate the gate control panel. Then slide 
down the front of the pyramid, and run toward 
the hallway to the left. If you're fast enough, you 
can roll under the gate. 


Walkthrough 


After doing so, continue along the pas- 
ry sage until you reach the space exhibit. 

This guard has yet another Cardkey, so 
take care of him to get it. If Gabe's Body 
Armor is low, you can pick some up from the 
crate in the corner by the astronaut picture. Use 
this newly-acquired Cardkey to open the gate 
and continue on. 
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At this point, you will enter a large area with a 
rocket in it. Dispose of all the guards, and then 
run to the elevator. Use the Call Switch to access 
the elevator, and then get on. Instead of activat- 
ing the elevator, however, look up and shoot the 
malfunctioning Call Switch above. The elevator 
will now take you to the top floor. 


Kick open the doors in the 
ry EN room at the bottom and 

proceed into the next room. 
After taking out a few guards, check out the 
lockers. In one of them, you'll find a Flak 
Jacket while in another you'll find G-18 
Ammo. Proceed through the "Museum Staff 
Only" door and head into the Mars exhibit. 


Follow the pathway along the top floor 

to the end, where you will find the last 

Cardkey, in addition there's a Combat 
Shotgun. Watch out for enemies firing at you 
through the windows! After grabbing the goodies, 
return to the elevator and go all the way down. 
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Run straight across the Mars exhibit to 
Fá the window, taking out guards along the 
way. Hop onto the ledge where the 
windows are, and then proceed along this passage. 
Trigger the gate controls, and then continue down 
the hallway. For your hard work, stop and pick up 
the K3G4 at the end of the hall. 


Next, you must blow up the glass, take out the 
guards, and jump into the moon exhibit. 


Don’t have the answer for the body armor wearing 


guards above you? Try on the K364 for size! 


Now climb on top of the moon lander using 
the ladder. After accessing the catwalk above, 
continue up the passage until you see a pair of 
double doors. At this point, the game fades 
into a cinema that shows Aramov and Phagan 
in the dinosaur exhibit. The trick is, you must 
prevent Aramov from executing Phagan 
without killing her. 


Objective: 


You begin in the command 


Find Security Cardkey 
room; however, if you run 


toward either door, a mess of 


guards will burst into the room. Take them all out 
using the K3G4. Don't forget to examine the 
lockers to pick up some K3G4 Ammo as well as 
a Flak Jacket (if needed). 


Walkthrough 


Go through the door the guards burst through, 
and then continue down the hall until you reach 
the room with the giant glass globe that serves 
as a floor. 


Lian then informs you that she can't find a way 
down, but it's not really that difficult. Jump onto 
the support beam that crosses over the center of 
the globe, and edge your way out to the center. 
When you reach the middle, drop down. Now you 
can view a cool cinema of Gabe falling through 
the glass. 


At the end of this fall, бабе' in for a tough fight. 
He'll get attacked from all sides, so keep moving 
from cover to cover while shooting at the guards. 
After killing all the guards, climb up the ledges on 
the right (if you're facing the information desk). 
At the top of this climb, you'll find the Cardkey. 


Objective: With this room now clear, go through the window, 
Т roll under the fish, and head into the hallway. 
Capture Aramov and Phagan Alive Follow the hallway into the room with the 
Brontosaurus to find Aramov and Phagan. Take 
out Aramov using the Taser, and then immediately 
climb up the tail of the dinosaur, run up its back, 
jump onto the beam hanging above it, and climb 
into the room where Aramov lies stunned. You 
must do this extremely fast or else the guards 
below you will take out Gabe. After dropping into 
Werning the room with Aramoy, run for the doorway. 


Go through the double doors to enter the 
Dinosaur exhibit. In the room with the T-Rex, you 
must take out three guards. When they are history, 
go to the Gate Control Panel to open the gates. 
Then proceed to the next room, where you must 
fight more guards. 


Watch out for crossfire during this battle. You may end up between some 


guards that appear at the gate after it closes and the guards positioned in 
front of you. 


You can save your game here! 


Walkthrough 


Ahoemers Base 


Bunker 


Communications Building 


үө ж 


ightvision Rifle Combat Shotgun 


Objectives: 


Plant C4 at Five Fuel Tanks 

Disable Power to Motion Sensors 
Eliminate Gabrek and Collect Cardkey 
Reach Missile Bunker 


It turns out that Rhoemer has been 

operating out of a base in the Soviet Republic of 
Kazakhstan. Gabe must sneak into the base, rig it 
to explode, find the missile bunker and identify 
the missiles, and then disable the anti-aircraft 
radar so that he can be airlifted to safety. It turns 
out that Markinson knows more about this case 
than you thought, plus he was already aware of 


Benton's betrayal. Something strange is going on... 


Objective: 
Plant C4 at Five Fuel Tanks 


Although there are many objectives on this level, 
this is the primary one. You must be very careful, 
because if you are spotted for any reason, the 
alarm will sound. If the alarm sounds, the mission 
won't end; instead, the remainder of the level 
becomes much more difficult to complete all of 
your objectives because of a constant onslaught 
of firing from guards. In fact, it is nearly impossi- 
ble to defeat this level unless you stay undetected 
for a long period of time. 


You are actually in danger as you begin the level. 
At the start, pivot so that you can immediately 
take out the 
guard near 

the back side 

of the truck. ** 
Now lean їо  , 
the left and 
shoot the sec- ™ 
ond guard, E 
who is inves- 
tigating his 
comrade's death. 


Every shot on this level must be very accurate. If you miss, it may give your 


farget enough time to sound the alarm. 


. Walkthrough 


After eliminating two more guards, 
1 check out the lockers in the guard 
bunker and take the Gas Grenades. 
Then go to the front of the truck and, using the 
Sniper Rifle, dispose of the guard on the overhead 
walkway. At this point, you should switch back to 
your pistol so you can take out the searchlight. 


Take out the searchlights whenever possible, because walking into the search 
pattern will sound the alarm. 


Because you have more bullets for your pistol, it 
makes sense to use it whenever possible. This way, 
You can save Sniper Rifle ammo for the important 
shots. 


Go forward until you are underneath the walkway, 
and then take out both guards coming from the 
front left and the guard on the roof to the right. 
Quickly shoot out the searchlights on the right 
and the left, 
and then 
plant the 
first C4 on 
the fuel tank. Р 


After soon as 
you plant the 
bomb, turn 
so that you 
are facing 
under the arch into the next area. Take out the 
patrolling guard with a clean head shot, and then 
step forward and hide in the doorway so you can 
take out the guard that is approaching from the 
left. 


At this point, you will receive a call from Lian 
informing you that the path you must travel is 
guarded by motion sensors—you'll need 

to cut the power to pass through. 
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Objective: 
Disable Power to Motion Sensors 


There are two ways to go at this point. One path 
leads up an incline, while the other is a wide 
road. For this objective, take the road, but be 
sure to take out the guard at the end of it. 
Follow the road around the corner, and then hide 
on one side of the next arch over the road. Peek 
out from the side and eliminate the patrolling 
guard, and then run forward to the next arch 
and repeat the procedure. 


Now run forward until you hear the hum of the 
power plant and see the fence to the right. Stop 
under the arch and take out the patrolling guard 
behind the 
fence. There is 
another guard 
in the power 
area, but this 
one is by the 
house in the 
back corner. 
To get rid of 
him, creep 
around outside the fence until he shows up on the 
radar. 


Now it's time to plant the bomb on the gas tank 
in this area. After doing so, shoot the lock off the 
gate to the 
power area, 

run in, and E 
turn off the 
power. Next, 
head back to œ 
the fork in the 
path and go 
up the ramp 
to the bridge 
over the base. 


As you reach the other side of 
Fa rn J the bridge (as it turns left), 

stop and wait for the patrol on 
the ground to pass through. After a short period, 
proceed to shoot the lone guard by the door and 
then continue 
down off the 
bridge. At the 
base of the = 
ramp, you'll 
find the 
Nightvision 
Rifle and E 
some more 
Gas Dae his aR OU Ed 
Grenades. 


зо 
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Follow the road to a deep walkway going down 
the center of the road. Enter the trench, sneak up 
on the guards, and then lob a Gas Grenade 
between them. After the smoke clears, proceed 
until you see 
two more 
guards on an 
overhead 
walkway. 
Dispose of 
them one ata 
time, and 
then shoot 
out the 
spotlight. 


Move into this new clearing and pick up 

the Combat Shotgun by the truck. 

Find the fuel tank in the corner, plant 
some C4, and then take out the guard in the alley 
by the fuel tank. You'll also want to take out the 
soldier that's 
just visible 
through the 
door window ^ 
in the build- — 
ing between 
the fuel tank 
апа the con- * 
tinuing road. 


Keep following the road, staying in the trench in 
the center. However, before you reach the next 
clearing, shoot out the searchlight and dispose 
of the two guards to the left with a well placed 
Gas Grenade. 


As you enter the clearing, there's a fuel tank 
around the corner to your right. Plant some C4 
and then run into the open area. As you contin- 
ue to follow the road, you will see the last gas 
tank to the left. 


Objective: 
Eliminate Gabrek and Collect Cardhey 


Before you destroy the gas tank, you should sneak 
toward the corner until you see some enemies 
appear on your radar. This latest group consists of 
Gabrek and two guards. If you're lucky, you can 
lob a Gas Grenade at the group and kill them 
without 
sounding the 
alarm. Grab 
the Cardkey 
from Gabrek, 
and then 
plant the last 
explosive on 
the final fuel 
tank. 


Walkthrough 


Objective: 
Reach Missile Bunker 


Continue to follow the road, but beware of the 
guard in the doorway. When you reach the 
locked gate, open it with the Cardkey and go 
through. Take an immediate left and then right 
before heading toward the fence. You can now 
open the fence, so use your Cardkey. Two 
guards will appear on your radar after entering 
the gate. 


Referring to the map indicates that the bunker 
is a straight shot and then a right into the 
building. Once inside the building, run to the 
right and 
then take a 
left at the 
junction. 
Continue to œ 
run and roll 
until the 

scene fades 
out—you 

made it! 


You can save your game here! 


«4 Base Bunker 


[1 


“== Objectives: 


Catalog 10 Enemy Missiles 
Reach Communications Building Roof 


Walkthrough 


This area is not that difficult as long as you Follow the passage around and shoot 
approach the level piece by piece. In the Base ry out the gate. Don't take the turn off yet, 
Bunker, you must catalog the missiles inside and because as you can see, it is blocked by 
then get to the roof. a large steel door. If Gabe's body armor is low, you 
can pick up a Flak Jacket near the door. After 
Objective: Opening the door, take out the two guards and 


"on raise the four missiles inside by using the Missile 
Catalog 10 Enemy Missiles Access Panel. Now it's time с the missiles. 

First, grab the Flak Jacket. Then inch 

toward the junction in the hallway in 

front of you. As you might have guessed, 
there are plenty of soldiers waiting for you. They 
are all on the left side, so you should peek around 
the corner and shoot them one at a time. 
Shooting the switch through the laser gate on the 
other side will turn it off. 


Follow the path and open the door. When it 
opens, shoot the guard and then catalog both 
missiles by stepping up to them and pressing A. 
Now open the other door and shoot the guard 
outside. As you continue along the path, you'll 
reach a laser gate with a switch on the opposite 
side. Shoot the switch, and the gate on the other 
side goes out, so go through the newly opened 
gate. 


Go back to the turn we referenced earlier and 
continue down the hallway to the branch in the 
road. At the branch, you must go to the left 
because it's the only gate that has a sensor you 
can shoot. Continue along and open the door in 
the hallway to uncover a room with the four 
remaining missiles. Take out the guard that 
approaches from behind and catalog each missile. 


It's important to note that 
this entire level works in 
the same sort of 

“leapfrog” fashion. 


Continue along the passage and take out the two 
guards that appear. You should take the first turn 
you see, but remember this place because you'll 
return this way again. Shoot out the control panel 
for the laser on the back wall and run down the 
hallway. Take out the guards, and then shoot out 
the laser panel to the right. 
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Objective: 
Reach Communications Building Roof 


Now exit though the door on the other side and 
take out the three guards. Take out the control 
panel for the lasers on the other side, and then 
run back through the room and through the newly 
opened gate. Proceed down the new hallway and 
take out the remaining gate. To defeat this level, 
you must run down the hallway, swing a right, 
and hop onto the elevator. 


If you're feeling adventurous, however, and you'd 
like to pick up a whole bunch of armament, here's 
your chance. First, spin around before reaching the 
elevator and take out the guards. Next, proceed 
into the room with the computer and use it to 
open the door in the hallway. All that's left 
between you and the goodies are three guards. 


You can save your game here! 


Walkthrough 


Base Tower 


Objective: 
Disable Radar Tracking 


You must destroy the radar first, so run up to it 
and flip the switch. Unfortunately, you are too 
late and Rhoemer has caught Lian in her heli- 
copter. Now it's time to fight against one of 
Rhoemer's helicopters instead of being picked up. 


as о 15 o 15 30 45 


Although this fight is some- 
ry EN what overwhelming at first, 

it's not too difficult once you 
get the hang of it. The first thing you need to 
know is that there are Flak Jackets and stash- 
es of PK-102 Ammo on both sides of the roof 
if you get low. You should also set your weapon 
to the PK-102, because it is the most effective 
in this fight. 


The strategy against the helicopter's initial 
mode of attack is easy. Target it using auto tar- 
get and when it comes at Gabe, shoot when it 
gets fairly close, but then strafe to avoid its 
gunfire. As it flies overhead, auto target it again 
and shoot it in the tail as it flies away. Repeat 
this strategy until the helicopter starts to 
smoke. 


Walkthrough 


When this happens, the helicopter will drop from 
view and disappear from radar. Watch your radar 
for it to reappear, and then immediately run so 
that the center building is between you and the 
helicopter. If you get caught out in the open when 
the helicopter comes up, Gabe will be cut down by 
the gunfire. 
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Hug the wall on the opposite side of the building 
while the helicopter is shooting, and then auto 
target and shoot it as it flies overhead. One or two 
men will be dispatched from the helicopter, so kill 
them immediately and then repeat this new pat- 
tern until you destory the helicopter. When the 
helicopter catches fire, you'll know its end is near. 


When using auto target on the soldiers during this fight, you may find that it 
locks onto the helicopter. You may be better off facing the soldiers and shoot- 
ing instead of using auto targeting. 


Eventually, the helicopter crashes to the ground 
into a huge fireball. Gabe then calls Markinson to . 
get out of the base. Markinson replies that Gabe 
must meet him at the front gate. 


You can save your game here! 


Walkthrough 


Base Escape | 


Communications Building 


EISYPHON FILTERS 


so- Base Escape 


JM 
"e Objectives: 


Escape Through Main Gate 


Walkthrough 


Objective: 
Escape Through Main Gate 


You only have three minutes to make it to the 
main gate, so you must hurry. (If you need help 
getting back, just refer to the level map.) You 
must go the long way, however, because there is 
now a flaming wreck in the path. 


Before you get too far, grab the Flak 
Jacket to the right. As you run through 
the base, shoot all the barrels that 
soldiers are hiding behind. 


Take your time against these enemies. If you 
fake an extra second to line up the shot, you'll 
greatly improve accuracy, thus preventing any 
deadly enemies from coming up 
behind you. 


When you reach the end, ignore the last few 
soldiers and dash for the exit. Make it successfully, 
and a cinema appears showing your helicopter 
escaping and the base exploding. 


You can save your game here. 


Rhoemer's Stronghold 


Flak Jacket 


PK-102 
and 
Flak Jacket 


Scientist 


3 Scientists 
and 
Cardkey Ў Flak Jacket 


Scientist 
and 
Cardkey 
Test Subject 


Gas Grenades 


Scientists 
and 
Cardkey 


Test Subject 


Test Subject 


Flak Jacket 1 Scientist 
K3G4 


2 Test Subjects ; 
Sniper Rifle 


Scientist Scientist 


Balcony 


Walkthrough he 


Objectives: 


Eliminate Rhoemer's 10 Scientists 
Rdminster Antigen to 6 Test Subjects 
Find Security ШШЕ 

Find Entrance to Catacombs 
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TISYPHON FILTER) 


It turns out that Syphon Filter is the ultimate 
weapon. It is a programmable virus that can take 
out specific genetic make-ups. Rhoemer's opera- 
tions are being run from an old church in the 
Ukraine. Phagan is supposedly being held down 
below in the catacombs, so it's up to you to find 
him and discover the whereabouts of Pharcom's 
computers. 


Objectives: 
Eliminate Rhoemer's 10 Scientists 


Adminster Antigen to 6 Test Subjects 
Find Security Cardkeys 


All three objectives are accomplished simultane- 
ously in this mission. As you work down to the 
catacombs toward Phagan, you must accomplish 
all three objectives in order to access the next 
part of the game. 


As this level begins, Gabe is dropped off on the 
roof. However, he needs to drop down to one of 
the walkways and then cross over to enter the 
cathedral through the stained glass windows. 


Both windows essentially lead to the 
X same place, so it doesn't matter which 
one you enter. Make sure you grab the 
Sniper Rifle from the crate behind the left win- 
dow before you continue. You will also meet your 
first scientist here, whom you should promptly kill 
with a bullet to the head. Now that you're inside, 
go down 
the only 
available 
passageway. 


You can bring down the chandeliers with a single shot, which should prove use- 
ful against any patrolling enemies. Because you can accomplish this from a dis- 
tance, look for any opportunity to use them. 


Enter the doorway in the hall to the right, and 
administer the vaccine to the first two Test 
Subjects. Exit the room, continue down the hall- 
way, and then make your way around the crates 
and kill the monk guarding the area. The door you 
pass is electronically locked, so you'll need to find 
a Cardkey to open it. 


Continue along the passageway and 

ignore the dark room (unless you need a 

Flak Jacket—there's one hidden in the 
shadows). Turn the corner and drop the chandelier 
on the unsuspecting scientist and guard. As you 
continue along the passageway, it will branch off 


to one side; however, continue straight and enter 
the first lab. Give the antigen to the Test Subject 
in the lab, and then return to the branch in the 
passage and follow the other path. 


There are several different containers in the labs. If you shoot one of the stan- 

dard beaker-shaped containers, gas will come billowing out, killing everyone 

within close range. This comes in handy when enemies try to hide behind the 
tables. 


Follow this new passage and fight your 
( 1 way past the guard. This passage ends in 


two different labs. The first one has a 
single guard, a Test Subject to administer antigen 
to, and a crate with some Gas Grenades. 


Ignore the patients on the beds. They are not part of your goal and you cannot 


administer antigen to them! 


Return to the hallway and go 
ry п to the second lab. There are 

three scientists in this lab, one 
of which is carrying the Cardkey you need. There 
are also two crates, one has a Flak Jacket while 
the other has РК-702 Атто. Now гип back to 
the sealed door and open it using the Cardkey. 


Walkthrough 


Go through the door and enter the room. Climb 
up the boxes and immediately jump back down, 
because you'll be a sitting duck for the monk 
shooting through the window. Climb out the win- 
dow and dispose of all of the guards you can find. 


You should now be on a ledge with four 
Pa stained glass windows. Go into the win- 
dow next to the one you just came out 
of, shoot the scientist inside, and then exit the 
room. Skip the next window and proceed to the 
window at the end. Going through this window 
nets you the K3G4. 4 


SYPHONIEILTERIS 
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Upon exiting this room, return to the window you 
previously skipped. Go through this window and 
go to the end of the room. The passageway starts 
again here, but before you begin, make sure you 
take out the chandelier so it falls on the guard. 
Don't worry if the scientist runs away, because 
you'll get him further on down the hallway. 


Some scientists will run away when they see, so take 
Note before leaving any area. Usually, however, they 
won't go very far. 


There's a lab that branches from the pas- 
r1 sageway; inside you'll find another 
patient to administer antigen too. If in 


need, pick up the Flak Jacket inside the crate to 
strengthen Gabe's body armor. 


Return to the passageway until you reach the 
place where two guards are guarding a scientist 
directly under a chandelier. You know what to do: 
Take out the chandelier and crush all three of 
them! Afterwards, run up and retrieve the Cardkey 
from the scientist's body. This Cardkey enables you 
to open the door next to you, so open it and enter 
the next room. 


This new room is the library, and it is the type of 
room the K3G4 was made for. If you have the 

ammo, equip this weapon and dispose off all the 
monks in the next room. After clearing out the 


ground floor, hop onto the crates and climb to the 
second floor. Follow the balcony around until you 
reach the end. At the end, climb onto the book- 
shelf using the handy crate, and then go up and 
through the window. 


You should immediately shoot the guard in front 
of you, and then move out onto the walkway. 
Next, go across the walkway until you hear glass 
shatter and the sound of gunshots. After elimi- 
nating this guard, cross the walkway and go 
through the window. 


Drop out of the window and kill the guard. 
There is another guard in the lab next to where 
you entered, so dispose of him by shooting the 
vial on the table. 


There's one last Test Subject that needs the 
antigen. This person is located in the corner of 
the lab, so perform your duty to complete the 
first objective. 


Follow the passageway until it con- 

nects to a passageway perpendicular 

to the one you were on. Take out the 
guard to the left, and then hide behind the wall 
so you can dispose of the scientist—this one's 
even toting a gun! If body armor is low, there's 
a Flak Jacket hidden in the dead end where 
the guard just came from. 


When you're finished, head toward the scientist 
and take out the chandelier behind the crates. 
This scientist has the last Cardkey, so get it to 
complete another objective. 


Walkthrough 


Objective: 
Find Entrance to Catacombs 


Climb over the crates and drop to the 

other side. Take a few steps and then 

turn around and blast the guards 
approaching from behind. Continue down the 
passage, and take out the chandelier before climb- 
ing over the next set of boxes. After scaling this 
set of boxes, you will see the last scientist walking 
in the hallway. Kill him to complete your last sub- 
objective; also, make sure you grab the Flak 
Jacket out of the crate in the corner. 


j There are two paths that branch from 
this section of the passageway. The first 
branch leads into a dark room with 

crates stacked very high. There's a K3G4 on top 
of these crates, so pick it up. 


Warning 


Falling from these crates will result in a most certain death. 
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The second branch connects to a room with some pathway. If you need a Flak Jacket, you can 


nasty guards. To get out alive, arm yourself with pick one up on the left branch of this path; 
the K3G4 and run up the ramp. When you reach otherwise, just cross on the center pathway and 
the top, run back down and take out the two go through the window at the other end. 


guards behind you. Now slowly work back up the 
ramp and over to the other ramp, where two more 
guards will attack. After eliminating them, go 
down this new ramp. 


Jump down and take out the two 

guards in the room. The one on the 

ground has a particularly nasty 
weapon, plus he's wearing a Flak Jacket so deal 
Follow the passage to the with him first. There are Gas Grenades in one 
final door, and unlock it with corner of the room, so grab them before hop- 
the Cardkey. Once inside the - ping onto the elevator going down. 
room, take out the guard and go through the 
window. Jump out of the window, immediately 
cross over the central platform, and go through You can save your game here. 
the window next to the one you just came out 
of. Inside this room, you will find the M-79. 
Now go back out and hop onto the central 


| Walkthrough 
Stronghold Lower Level 


Flak Jacket 


Rose Chapel 


Cemetary 


Test Subject 
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Objectives: 


Eliminate Rhoemer s Nine Scientists 
Administer Antigen to Four Test Subjects 
Find Security CardHeus 

Find the Entrance to the Catacombs 


You've finally made it to the lower half of the 
church area. Once again, you are presented with 
several objectives at once, with the ultimate goal 
of reaching the catacombs. 


Objectives: 

Eliminate Rhoemer’s Nine Scientists 
Administer Antigen to Four Test Subjects 
Find Security Cardkeys 


The first thing you must do is grab the 
Flak Jacket near your starting posi- 
tion. After doing so, run down the 
hallway and hang a left. Shoot the guard at 
the bottom and enter the small room, where 
you'll find your first Test Subject. 


You can also pick up a Shotgun in this 
— EN тоот, plus a handy Ammo refill. 


Now go back out and continue past the passage 
you started in, and head to the passage going 
down. 


You will reach 
a large open 
room at the 
bottom; how- 
ever, don't go 
down the 
stairs just yet. 
Instead, run 
across the 
balcony, but 
avoid the guard at the end. At the end of the bal- 
cony, look for the room with the scientist, and 
take him out. Now go back down the stairs. 


In the small room, avoid the little doorway and 
instead go through the large doorway on the 
other side of the room. When the hallway branch- 
es to the left, take that path to locate another 
Test Subject. This one is standing in a corner and, 


Walkthrough 


although unseen by you right now, he is covered 
by two guards around the corner. Sneak up to the 
corner and lean around to take them out. After 
killing the guards, follow the passageway to the 
end and eliminate the scientist in the lab. After 
killing the sci- 
entist, return 
to the pas- 
sageway you 
originally 
branched from, 
and go up the 
ramp to the 
next room 


There's a scientist in this room who attempts to 
run from you, so get in his way and shoot him 
down. Afterwards, break the glass and enter the 
lab. Climb on top of the boxes in the lab, and 
then climb through the tunnel above to reach 
the next room. The third Test Subject awaits 
inside this lab. 


Now go through the glass to the next 
room and pick up the Gas Grenades. 
Climb up the boxes to enter the next 
room (this 
room should 
look familiar). 
Make your way 
back to that 
small doorway 
you avoided 
earlier, and fol- 
low the pas- 
sageway 
behind it. 


This path will take you to another large room. Kill 

the guard in the entranceway, and then shoot the 

chandelier above the guard on the balcony to take 
him out. Climb over the boxes in the corner of the 
room, and go into the passageway beyond. 


The last Test Subject is in this passage- 
way. In addition, Gabe will call Markinson 
and inform him that he's figured out how 
Rhoemer is spreading the virus—by ship- 
ping carrier bodies all over the world! 
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Markinson says 
he's looking 
for the ship- 
ping ware- 
house right 
now. Inject the 
Test Subject 
with the anti- 
gen, and then 
run to the end 
of the hall. 


This leads you to yet another very large 
open area. Take out the guards (using 
the crates for cover), and then make 
your way through the area to the other end. At 
the last turn in the path before the end, there is a 
large stack of boxes with a G-78 on top. It's 
worth climbing up to grab it, however, you must 
quickly jump down to avoid getting shot by a 
guard. 


At the end of this area there is a large stack of 
boxes that you must climb. When you reach the 
top, fight off the guards and enter the passage- 
way. Follow the passageway into the next big 


room. Take out the guards in this room, and then 
cross over the center of the room on the beam 
running between the two balconies. 


When you reach the other side, go into the lab 
and shoot the scientist because he has the 
Cardkey you need. Now return back across the 
beam to the outside again. 


As soon as you get outside, head to the right and 
hop up to the next balcony. Shoot out the stained 
glass window and go inside. Run to the next room 
over, take out the scientist, and then use your 

Cardkey to unlock the door. 


Upon entering the door, you can go either left or 
right. First, take out the guards that appear, then 
take the left branch. Follow the passage a little 


bit, and then take out the scientist. Keep going 
and you will come to a long hall with glass win- 
dows and a 
greenish glow. . 
There's anoth- 
er scientist at 
the end of 
this hallway, 
and he has 
the Cardkey 
you need. 


More than likely, a guard has run up behind you, 
throwing grenades. If you stay to one side of the 
passage, his grenades will bounce off the archway 
in front of you. Return the way you came and 
take the other branch in the path by the door. 
Continue to follow the path until you reach the 
next door. Unlock the door and then kick it open. 


This next room is extremely tough. There are a lot 
of guards with body armor, plus a scientist with 
one powerful gun. Worst of all, there's absolutely 
no cover with the exception of the door. The best 
advice to offer is to use the K3G4 (if you have 
ammo) while constantly running for cover. 


If you spot a terrorist on your radar, hop between 
a pillar and take him out by leaning out and snip- 
ing. This is a very tough area to get through, so 
don't get frustrated—it can be done! 


After wiping 
the area clean, 
cross to the 
opposite cor- 
ner and follow 
the pathway. 
As you 
progress, Gabe 


Walkthrough 


calls Markinson indicating that there's no way 
down to the catacomb entrance. Markinson 
responds by saying that you must find a way out- 
side. Hmmm... and there's a big stained glass win- 
dow, too. 


Hop over the railing and follow the 

beam to the window. Immediately drop 

down from your starting point and dis- 
pose of all the guards. Before you access the next 
area, check the clearing you're in and you'll find 
the K3G4 in the corner. 


Now go through the doorway into the passage 
beyond. Make your way through the next few 
clearings and you'll eventually find a hallway with 
the last scientist in it. Kill him but continue to 
keep moving. 


Objective: 
Find the Entrance to the Catacombs 


As you follow the hallway around, look for two 
guards; you can eliminate them easily using a Gas 
Grenade. As you reach the end of the hall, contin- 
ue to run and roll through the level, because 
you're almost there. 


The split in the path indicates that you've reached 
the last room, however, both paths wrap around 
to the same location. In the last room, there are 
three guards on the ground and one on the bal- 
cony. Simply hide behind the wall and take them 
all out—nothing could be easier. Now run into the 
room and down the stairs to reach the Catacombs. 


N 


ote 


You can save your game here! 


so- Stronghold Catacombs 


Objectives: 

Find Phagan 

Follow Phagan to Lian Xing s Cell 
Get Lian Xing Out of the Catacombs 


This level is tricky, but at its core you can get 
through it by following three different people. 
Because the catacombs are huge and all of the 
passages look similar, we'll attempt to walk you 
through the level as best as possible. However, the 
best bet may be to stay in tune with the action 
on-screen and react appropriately. 


Objective: 
Find Phagan 


The objective here is to follow the scientist past 
the security doors without being seen. This means 
you should immediately switch to your Silent 
Pistol and take out the guard in front of you with 
a quick head shot. 


Run down the ramp and grab the Imm 
Bullets. Now turn and follow the scien- 
tist, but stay far enough back that you 
remain unseen. 


After you get down the stairs, pick up 

the Flak Jacket on the right. Now use 

this alcove as a hideout, and lean out 
around the corner. When the scientist has gotten 
far enough ahead of you, the guard will walk 
toward you; wait until he's close, and then put 
him to rest with a bullet. 


Creep forward to the next group of 

alcoves to find some Shotgun Shells. 

In the distance you'll see two more 
guards. Wait until the scientist gets past the 
guards, and then lob a Gas Grenade between them. 
Now creep up to where the guards are, and turn 
right instead of following the scientist. 


г Walkthrough 


It's important that you take a roundabout path into this room to avoid 
getting spotted. 


Take a left at the next two junctions and wait for 
the guard. Follow the guard until he goes up the 
stairs, and then dash across the room, under the 
stairway and into the pasageway where the scien- 
tist is located. 


At this point, you regain sight of the sci- 

entist as he turns into a passage on the 

right. Go straight instead of right and 
pick up the G-78 Bullets. Now spin and lean into 
the passage with the scientist and take out the 
approaching guard. 


After you run down the passageway, the game will 
fade into a cinema. 


Objective: 
Follow Phagan to Lian Xing‘s tll 


It turns out that Lian's still alive and Phagan will 
lead you to her in exchange for your freedom. This 
is where the level gets really tough. Don't worry 
about silenced weapons; what you need to worry 
about is SURVIVAL! 


Follow Phagan through the tunnels and immedi- 
ately take out every guard, many of which are 
wearing body armor. 


Warning 


You must avoid letting the guards kill Phagan or your 


mission will end! 


Remember that you have a G-18 in your arsenal, 
and the Shotgun works well in this level too. This 
part of the level is so long and hard, that there's a 
checkpoint in the middle! 
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The secret to defeating this section is not rushing headlong into any situation. 
Most of the time, you are the primary target of the guards and not Phagan. This 


Means you can let him duck and then use the corners for cover. Phagan will 
always duck when he gets near a guard. 
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When you reach Lian's cell, she informs you that 
she has been infected by the virus and that you 
must get to the warehouse. She says that there is 
no universal cure, so only Phagan's computers 
could have the cure for her. 


Objective: 
Get Lian Xing Out of the Catacombs 


This part of the level is easier than you might 
think, because Lian has a gun and she's a great 
shot. This means that you primarily need to look 
out for yourself. 


Just stay a safe distance behind Lian and 
EN when she starts shooting, provide her with 
some support. The G-18 is a good weapon 
to use here, because many of the guards will use this 


weapon too and you can refill your ammo. There is 
also a crate with some Ammo on the way up. 


When you reach the top, you arrive just in time to 
see Aramov shoot Phagan. Aramov tells you that 
there's not much time and they're all going to die 
if they don't hurry. 


Save your game here or you'll be really, really sorry! 


__Nalkthrough — 


Pharcom Warehouses 


45 


Objectives: 
Find | interrogate Erikson 
Locate and Tag 3 Viral Carriers 
Turn Off Power to Electric Fences 
Get to Warehouse 76 


This section presents the last stretch of the game 
(it's a long stretch though). There's an all-out war 
raging at the Pharcom Warehouses as Rhoemer's 
men battle Phagan's. Your ultimate goal is to 
reach Warehouse 76 and go down to the missile 
silos. On the way, you must tag all of the Carrier 
Bodies so they can be picked up later. 


Objective: 
Find and Interrogate Erikson 


The first thing you must do is find the man run- 
ning this complex (Erikson) so that you can get 

the access codes to the silo mainframes. Luckily, 
he's very close to where you begin the level. 


However, before doing this, you must kill 

the two guards in front of the alley. 

After doing that, run to the end of the 
alley. To the left is Building 13; hop into the win- 
dow and kill the remaining guards (if any). Go to 
the other room and climb up the crates and go 
out the window. Grab the M-79 and then leave 
through the window that you used to enter 
Building 13. 


Across the clearing, you will see a low hanging 
roof that you can reach. Go up to the roof and 
through the window to get Erikson, who will give 
you the silo codes. 


El Make sure you grab the Viral Scanner in the comer of 


the room. You can't defeat this level without it! 


-Walkthrough 


Objective: 
Locate and Tag 3 Viral Carriers 


This objective will be ongoing for most of the 
level. The path described here is the most efficient 
path overall for getting the items you need, get- 
ting the three Viral Carriers (which are very tough 
to find), and completing the rest of the objectives. 
It may prove a little confusing at points due to all 
the buildings, however, you can always consult the 
map as a reference. 


As you exit 
Erikson's 
building, run 
along the wall 
on the right 
until you 
reach a ledge 
you can climb. 
Climb up the 
ledge and go 
through the window. Follow the path to the next 
room filled with crates. Use the Viral Scanner to 
look at the crates (equip it and press L1). This 
enables you to detect the first Viral Carrier Body 
in one of the crates. Climb up on it and tag it. 


Objective: 
Turn Off Power to Electric Fences 


The rest of the base is currently locked off to you 
until you can cut the power to the fences. 


Take out a guard or two from the window and 
then jump out. Run and roll your way around the 
building you are in until you reach the wooden 
door. Kick the door open and grab some cover 
inside, then run out the other entrance and into 
Warehouse 36. 


Now for the most obscure puzzle of the game: 
Shoot the barrels in Warehouse 36 to 
open up the SECRET PASSAGE! 


15 


Drop down into the room below, and then climb 
over the boxes into the passageway beyond. One 
way is blocked by an electric fence, so you have 
no choice but to go the other way. 


Continue down the passageway using 
Fa the curvature of the walls to provide 
cover while taking out the guards. There 
is a small room that branches off to the right, and 
inside it is a K3G4. Go back into the passageway 
and continue to the end, where a ramp will take 
you to the surface again. 


When you reach the surface, go straight ahead to 
the large structure made of containers. Climb to 
the top and then grab onto the pipe above. Climb 
across the pipe and drop onto the ledge below. 
Now run over and switch off the power. Great— 
now you can access the other two Viral Carrier 
Bodies! 


Drop down on the other side of the 
ry fence and look at your map to find 

Warehouse 69. If you are injured badly, 
the open Warehouse next to Warehouse 69 
(Warehouse 72) contains a Flak Jacket. Now 
climb into the window of Warehouse 69 via the 
crates on the street, then drop into the warehouse 
and take out the guards. There is another Viral 
Carrier Body in this warehouse, so use the viral 
scanner to find it and then tag it. 


Blow up the barrels by the door to open it, and 
then run outside. Make your way back to the 
underground passageway, then go straight 
through the passageway to the electric fence you 
saw earlier. Now you can kick open the fence and 
continue through the passage. Follow the passage 
straight to the surface. Ignore the other fence on 
your right for now, but remember it for later! 


Run straight ahead and jump 
p 1 ry onto the roof in front of you. 

Blow open the window and 
hop into this warehouse (on your map, it's the 
upper left building). There are two crates here: one 
contains Grenades and one has a Flak Jacket. 
Grab what you need and then use the Viral 
Scanner to find the third Viral Carrier Body, 
which is in this room. Tag it and then blow up the 
barrels by the front door to open it. 


Walkthr 


Objective: 
Get to Warehouse 76 


Technically, you've still got an entire level of this 
stuff remaining before you make it to Warehouse 
76, but that's where you're trying to go right now. 


Go back into the tunnel and head through the 
fence (the one we told you to ignore earlier). Fight 
off the guards in the tunnel, and then take the 
first branch to the right. This path takes you above 
ground again. 
Follow the 
road above 
ground until it 
ends, then hop 
onto the roof 
and climb into 
the window. 


Note 
You can save your game here. | 


Pharcom Elite Guards 


Flak Jacket 


Warehouse 36 


Walkthrough 


Grenade 


Objectives: 


Locate and Tag Three Viral Carriers 
Get to Warehouse 76 


This level resembles the last one, except this one is 


tougher. When fighting, just assume that any 
guards you meet are wearing Flak Jackets. 


Objective: 
Locate and Tag Three Viral Carriers 


From your starting point, grab the Flak 
Jacket, and then immediately drop 


down the hole in the center of the room. 


Follow the passageway out of the building, then 
turn 90 degrees left and run straight for the open 
Warehouse door. Take out the guard inside and 
find the passageway in the back, which you need 
to follow to the back alley. Climb up the first 
crates in the alley, and hop onto the roof. From 
this position, you can break a window, take out 
the two guards inside, and hop into Warehouse 
82. The first Viral Carrier Body is in this room, so 
find it using the Viral Scanner and tag it. 


Your next stop is Warehouse 74, which is the 
building directly below Warehouse 76 (refer to the 
map). The path is fairly straightforward, but watch 
out for the Flak Jacket wearing guards! 


Not only does Warehouse 74 
п Fa house the next Viral Carrier 

Body, which you must find 
and tag, but it also contains Ammo for one of 
the best weapons in the game, the Biz 2. After 
you tag the body and take out the two guards, 
leave the Warehouse and turn to the left (up on 
the map) and run for the building with two lit 
windows on the second floor. Hop onto the roof, 
take out the guard in the window, and then climb 
inside. 


Walkthrough 


Pull yourself up to the second floor of this build- 
ing, and then climb up the crates to access the 
roof. Dispose of the two guards, then hoist your- 
self up to the beam crossing between the build- 
ings, and walk over to the other roof. 


Grab the Grenades on the ground, and 

then jump off the back side of the roof 

so that you are between two buildings. 
Follow this path to the edge, but don't jump 
down. In fact, once you reach the edge, you 
should turn around and run back a bit to avoid 
some more guards. From this point, you can spot 
them on your radar, so launch a few Grenades 
over the edge of the roof to take out the guards. 


Now jump down and use your viral scanner to 
spot the last Viral Carrier Body in one of the 
crates. 


Objective: Eventually, he passage will return to the surface 
bet [0 Warehouse 16 again, at which point you'll see a group of gas 
tanks. You have a very limited time to reach the 
other side, so 
run as fast as 
possible. After 
the gas tanks 
explode, you 
are treated to 
a short cinema. 


This is it—the last run for Warehouse 76! The pas- 
sage in front of you leads to the Warehouse, but it 
is crawling with elite guards. Move slowly to avoid 
a group fight, while using the alcoves and crates 
for cover. However, you should destroy the barrels 
as soon as you see them. Why, you ask? There are 
two reasons: First, the explosion will get rid of 
enemy guards; secondly, the guards tend to blow 
up the barrels if you don't, and the explosion will 
seriously injure Gabe. This is a good time to exhib- 
it your excellence with the head shot. 


«.. Warehouse 76 


Freight 
Elevator 


Walkthrough — 


Objectives: 


Get fo Freight Elevator 


The Warehouse is on fire and you have to make it 
to the elevator before it collapses. To make mat- 
ters worse, it turns out that Markinson misled 
you—he wasn't having you inject an antigen into 
the Test Subjects; you were giving them a lethal 
injection. Just what is happening here? 


Objective: 
Get to Freight Elevator 


You only have 15 minutes to get through this 
level, but this is plenty of time so don't panic. 
Much like the Destroyed Subway level, you must 
navigate 
through 

quite a bit of ğ 
fire, but Е 
there's also a, 
more obvi- 

ous route. 
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At the start 
of the level, 
follow the 
only path through the flame until you see the first 
guard. Take cover in the doorway, and then take 
him out. Afterwards, climb up the crates to the 
guard's previous location. When you reach the top, 
you'll see a small hole in the wall. Roll through 
this hole to the other side of the wall, and then 
hop down in the area without fire. Cross the aisle 
and climb onto the crates. 
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Now you must hop onto the catwalk and run. 
Equip an automatic weapon and shoot the guard 
as soon as you see him, and don't stop running 
until you reach the end. Now slowly back off the 
last platform, grab the edge, and then drop down. 


If you fall and grab the edge and then drop, you can fall a longer distance 
without dying. In this case, however, it also means you have no forward 


momentum so you won't drop into the fire. 


Go into the next room over, kill all of the attack- 
ing guards, and then go to the right. 


If you're in need of an additional weapon, there's a 


Combat Shotgun straight ahead. 


As you continue forward, Lian informs you that 
something is up because she can't contact any- 
one at the agency. Soon after, you will hit the 
Checkpoint indicating that you're halfway 
through the level. 


Continue along the path until it becomes blocked 
by fire. After taking out a flaming guard, climb up 
the boxes on the left, walk around the flames, and 
then drop to the other side. Dispose of the guard 
and then move into the next room. Some guards 
will jump down from above, but shoot the barrels 
below them to end this quickly. 


Walkthrough 


In the room where you blew up the barrels, turn 
to the left (right on the map) and then enter the 
next room. Climb up the boxes, and then run and 
roll through the hole in the wall at the top. When 
you drop into the next room, take out the two 
terrorists and then climb up the crates to the 
catwalk. 


You'll need to dash through this area, so run 
across the catwalk before it collapses. When you 
reach the end, jump off the edge to land next to 
the elevator shaft. Shoot the switch on the wall to 
bring the elevator up, and then hop onto it and 
ride it back down. Unfortunately, as you are riding 
the elevator down, it breaks and the scene fades 
out. 


Note i 
You can save your game here! 


EISYPHONZEILTERIS 


sot 910 Access Tunnels 
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х Objectives: 
Find Missile Silo 
- Shut Down Power Room 


Reroute Power to Elevator 


Objective: 
Find Missile Silo 


Finding the Missile Silo is the overall objective of 
this level, but you will be presented with a few 
"mini-objectives" before you're finished. 


First, take out the guards 
ry El attacking from the entrance. 
After you kill them, you can 
pick up a Flak Jacket and some Ammo if you 
need it. As you go through the tunnel, you will 
come across a bridge, however, you must eliminate 
the guard first. 


If you pass a stationary guard and you have no cover, turn around and run 
away until he disappears from your radar. Then sneak back until he barely 
appears on your radar and take him out with the Sniper Rifle. 

Many times, there is a delay in being detected if the enemy is barely on your 
radar. You should definitely take advantage of this on this level, because all 
the guards are wearing Flak Jackets and have powerful weapons. 


Pass over the bridge until you reach the laser gate, 
at which point you'll receive a call from Lian. She 
indicates that the only way past the gates is to 
shut down the power for the complex. 


Objective: 
Shut Down Power Room 


Hop onto the ledge to access a new tun- 

nel. Now follow this tunnel until you see 

a bridge. Cross over it, but remember its 
location because you'll return here later. Keep fol- 
lowing the passage over a few more bridges until 
it dead ends. Use the Flashlight to examine the 
area to find the K3G4, Gabe's best friend! 


Now return to the bridge you previously passed 
over. Look over the side to spot some crates, which 
you can use to climb down. Make your way down 
to the next area using these crates. 


gw Now follow this new passage until you 
| reach a large stack of climbable crates. 
At the top of the crates, go to the next 
level and grab the Flak Jacket. You can only go 
one way because of the laser gate, so follow the 
passage until you reach a big clearing. 


The first thing you'l want to do is climb on top 
of the crates in the center of the clearing, grab 


on to the bar above and pull yourself up, and 
then follow the bar to the wall to find an M-79. Й 
Then drop down and walk towards the elevator £ 
where you will be given a new objective. 


ЕГ БҮРНО ЕТЕК 
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- Objective: 


Reroute Power to Elevator 


According to Lian, there's a switch in this area 
that can reroute power to the elevator. Climb up 
the crates along the wall to access a red-lit cave, 
where you'll find another tunnel. This tunnel takes 
you to the Power Rerouting Station. Switch the 
power over, and then make your way back up the 
tunnel. 


At the mouth of the tunnel, you must 
fight three guards below. Take this 
opportunity to use the M-79 to take 
them out 
quickly. When 
they're all his- 
tory, use the 
crates to get 
down and 
examine the 
shadowy room 
next to the 
elevator con- 
trol panel. 
There's a Flak 
Jacket in this 
room. Now go 
over to the 
elevator con- 
trol panel, 
activate the 
elevator, and 
ride the eleva- 
tor down. 


This takes you to yet another passage that you 
must follow to the end. Along the way, you will 
encounter several groups of guards. 


This is a great place to use the Biz-2, 
because once you get one head shot lined 


up, you can take out the other guards 
without taking your finger off the button. 


At the end of the hallway, hop onto the ledge and 
continue to the elevator area. Flip the call switch 
and ride the elevator to the top. There's a ladder 
gate one way, so turn and go the other way in the 
passage. When you reach a ramp leading to the 
right take it, because if you continue the way you 
are going you will get killed in a cave-in. 


After you go up the ramp keep going straight, 
crossing several bridges, until you reach the con- 
trol room. Now you must activate three control 
panels in the control room to cause it to overload. 
After doing so, the game fades into a nice cinema 
of the control room being destroyed. 


Save your game here. 


Walkthrough 


Tunnel Blackout 


on Objectives: 
Find Missile Silo 


= 


This is one of the most intense levels of the game. Мом creep down the darkened hallway until you 
Most of the level takes place in total darkness, see the guard on your radar. Eliminate him with a 
plus it turns into a game of cat and mouse with head shot using the Nightvision Rifle. 

Rhoemer's men. 


Objective: 
Find Missile Silo 


The first thing you must do is get out of the con- 
trol room and make your way down the elevator 
shaft. Jump onto the broken beam above the 
shaft, and work your way over the beam that you 
can land on in the shaft. Drop down and look 
around (press L1) for the next beam to drop on, 
and work your way slowly down the elevator 
shaft. Equip the Flashlight for the last few drops, 
because this area is extremely dark. This is where 
the fun really starts! 


Because the guards have automatic weapons, you can’t afford to miss. If you 
do, theu' ll begin to move faster and become much harder to hit. 


Continue to creep forward, and repeat the same 
process until you reach a ledge. There should be a 
guard below you on the right, so get a good van- 
tage point and take him out. After killing him, 
back off the ledge and grab hold of it, then drop 
down. 


Use the Flashlight to find 
ry iN the Flak Jacket and 
Nightvision Rifle along the 
wall. Find which way the passageway goes, and 


then switch to the Rifle; you don't want the 
guards to spot you. 


Continue along this new tunnel until you spot the 
next guard on your radar. This one is above you, 
plus there's another elevator shaft here! Dispose of 
this guard and then climb up the elevator girders 
until you reach the top. 


Walkthrough 


Continue in this direction down the tunnel. 
Eventually, you'll see three guards standing 
together. Take them out, but be cautious because 
there's another guard hiding in the tunnel o 
left. Keep moving forward to reach the silo! 


EISYPHONEILTERIS 


To Missile Silo 


Missle Silo 


Mission Control 


Command 
Computer 


ü 
oO 
To Mainframe 
Г] 
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R9 Devyatka 


Flak Jacket 


To Level 2 


Walkthrough 


Objectives: 
Retrieve Missile Destruct Codes 
Access Missile Command Computer 
Eliminate Rhoemer 


This is it! The last level! 


Objective: 
Retrieve Missile Destruct Codes 


This level is really tough, because you have 
absolutely no extra time. If you have the K3G4 
use it, otherwise rely on the Biz-2. 


At the start, pick up the Flak Jacket (if TNT 

you need it), run around the missile, and Objective: А 

quickly take out the guard by the eleva- Access Missile Command Computer 
tor. Call the elevator and then ride it down. Next, 
run around the missile counterclockwise, until you 
end up under the support beam leading to the 
missile. Hop onto the support beam, then climb up 
one more, and then run up the beam and read the 
numbers on the missile. 


This is another quick objective, as you'll have less 
than three minutes to complete it. First, return to 
the elevator you rode down on and roll under the 
door to avoid getting killed by the missile that's 
taking off. 
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When the door opens, run to the other side and 
call down the elevator to Level Two. Ride it to 
Level Two and run down the passageway, stopping 
only very briefly to take out guards. 


Walkthrough 


When you reach the command room, spin and 
take out the guard behind you, then run to the 
right and kill the guard. Next, run to the other 
end of the room where the guard is waiting at the 
sealed door and kill him too. 


It's now time to track down the two scientists in 
the room and kill them. One has the Cardkey to 
the door, so grab it and open the door. Go into the 
next room and run along the right-hand side. The 
computer you are looking for is in the back, hand- Objective: 

right side as you enter the room (it's facing the ты 

guards in the window). Run for it and жы Eliminate Ahoemer 


the missile! @ 1 Rhoemer shows up with а nasty explo- 


sive weapon of some kind. Run for the 

nearest window with guards in it, climb 
up and take them out. There are some Gas 
Grenades in the corner, so use them against 
Rhoemer (use your radar to locate him in the 
maze). 


When you get a direct hit against Rhoemer, you'll 
finally kill him. Congratulations, you've won the 
game! 


As Gabe and Lian walk away from the mess, they 
discuss what has just happened. However, they 
realize that they may never know the answers to 
all of the unanswered questions. 


Meanwhile, back at the agency, Aramov whispers 
something into the ear of an old man gazing out 
at the White House. As she walks away, you can 
catch a glimpse of some Pharcom boxes in the 
room. Is this really the end? 
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О Put an end to the terrorist threat with an 
extensive, step-by-step Walkthrough. 
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items you'll need to survive. 
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(ss. Warehouse 36 
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area? Find it quickly by looking for the 
weapons icon Й іп the walkthrough. 


Power Switch 


Syphon Filter is a trademark of Sony Computer 
Entertainment America Inc. 91999 Sony Computer 
Entertainment Inc. This book is published without the 
license, official seal, authorization, or participation of 
the preceding companies or people. This book is 
totally unauthorized. 
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Our goal is to preserve classic video game magazines 
they are not lost permanently. 


People interested in helping out in any « 
please visit us af www.retromags 


7m 
No profit is made from these scans, nor do we offer г 
available from the publishers themselves. — 

If you come across anyone selling releases from 
this site, please do not support them and do let us know. 


Thank you! 


